How to:

1. create a tile-able image in Photoshop

and

2. import it into Revit for rendering purposes

1: Making a tileable image in Photoshop
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Type in an arbitrary number of pixels
you would like your picture to move.
It is important that you are able to
see the line where the image does
not match up.
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Notice that you can see both a
horizontal and vertical line where the
image does not match up perfectly.
This is what we will be fixing.

Using the “clone stamp” and “blur”

tools, doctor your image until the
vertical and horizontal lines are
invisible.




2: Importing your image into Revit and assigning it to the object of choice (wall, floor, etc)
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Now the outermost layer of the
element should render as the
image you created.
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